haunted house 
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l. introduction 


Midwest Mysteries module for generating a haunted house. A deck of playing cards is required for play. 


2. setup 


Every suit represents a level of the haunted house. Take turns to draw one card and place it on the table. 
Connect cards of the same suit to form a map. Upon drawing! an entrance, characters may enter the house. 


king difficulty distance level suit 
1 Easy Close Foundation 4 
2 Tricky Near Lower G 
3 Hard Far Ground + 
4 Wicked Distant Upper v 
# foundation lower ground upper 
1 Stairs Entrance Entrance Stairs 
2 Bunker Crawl Space Closet Attic 
3 Hallway Hallway Hallway Hallway 
4 Sewer Water Closet Washroom Powder Room 
5 Hallway Hallway Hallway Hallway 
6 Cellar Kitchen Great Hall Smoking Room 
7 Hallway Hallway Hallway Hallway 
8 Altar Shrine Parlour Ballroom 
9 Hallway Hallway Hallway Hallway 
10 Prison Servants’ Quarters Bedroom Study 
11 Crypt Servants’ Hall Guest Room Nursery 
12 Vault Pantry Library Tower 
13 Elevator Elevator Elevator Elevator 
rooms difficulty 
3. rooms T Easy 
Secret passages exist to every room with the same 2 Tricky 
number. The difficulty of finding these passages 3 Hard 
is determined by how many other cards with of 7 
same number eye been ae Once a secret i wake? 


passage has been found, the discoverer and any- 
one shown may use it freely. 


Elevators may be used to other elevator 
cards in play but only if the power is on. 


' Optional: Pull an entrance card out from the deck and shuffle 


3.1. foundation 


Foundation the house was built on top of. 


3.1.1. stairs 


Lead up to the lower level Entrance. 


3.1.2. bunker 


Built to resist natural disaster. Old cans of food 
line the shelves built into the wall. 


3.1.3. hallway 


Water pooling in the cracked foundation. Easy to 
traverse without tripping and falling. 


3.1.4. sewer 


Foul smells come from this underground tunnel. 
Hard to traverse to get to the outside of the house. 


3.1.5. hallway 
Tricky to traverse without getting bit by spiders. 


3.1.6. cellar 


Lined with bottles of old wines. Many mouldy 
barrels pieces and broken glass litters the floor. 


3.1.7. hallway 


Sharp, rusty metal protrudes from the walls, ceil- 
ing, and floor. Hard to traverse without being cut. 


3.1.8. altar 


An altar to an unknown deity lies in pieces here. 


3.1.9. hallway 


Crumbling walls make dangerous to pass through 
unharmed. Traversing through this hall is wicked. 


3.1.10. dungeon 


Manacles are embedded into the walls. Hard to 
break the rusted but still functioning cell lock. 
Key on wall, out of reach to anyone locked inside. 


3.1.11. crypt 


All names on each grave seem to be scratched off. 


3.1.12. vault 
Wicked lock to break through. 


3.1.13. elevator 


3.2. lower 


A level for servant use and storage areas. 


3.2.1. entrance 


Hidden, cellar-style entrance used by servants. 


3.2.2. crawl space 


Storage for holiday decorations. 


3.2.3. hallway 


Windowless corridor, easy to traverse blindly 
without falling on debris. 


3.2.4. water closet 


Shower and toilet covered in mineral buildup. 


3.2.5. hallway 


Windowless corridor, tricky to traverse blindly 
without falling on debris. 


3.2.6. kitchen 


Once fed the occupants and servants of the house. 
Everything is rusty and covered in cobwebs. 


3.2.7. hallway 


Windowless corridor, hard to traverse blindly 
without falling on debris. 


3.2.8. shrine 


Desecrated room dedicated to an unknown deity. 


3.2.9. hallway 


Windowless corridor, wicked to traverse blindly 
without falling on debris. 


3.2.10. servants’ quarters 


Communal housing for the crew of the house. 
Bunk beds embedded into alcoves. 


3.2.11. servants’ hall 


Windowless hall full of broken long tables and 
benches meant for large communal meals. 


3.2.12. pantry 


Shelves of mouse droppings and black spots 
where food once sat. 


3.2.13. elevator 


3.3. ground 


Main floor used by the occupants. 


3.3.1. entrance 


Room for receiving guests. Bench cushions are 
well-worn. 


3.3.2. closet 


Storage for coats. One wool coat remains with a 
smoking pipe in the pocket. 


3.3.3. hallway 
Corridor filled with faded portraits. 


3.3.4. washroom 


Mineral build up on porcelain sink and tub. 


3.3.5. hallway 
Filled with broken stone busts of people on dead. 


3.3.6. great hall 


Large fireplace and tables for banquets. Unlit 
candles in candle sticks line the walls. Crystal 
chandelier hangs from above. 


3.3.7. hallway 


Corridor with benches on each wall. Wallpaper is 
slashed by a blade in many places. 


3.3.8. parlour 


A decrepit piano sits among broken furniture. 


3.3.9. hallway 


Broken vases lie on the floor. 


3.3.10. bedroom 


Broken bed with cut up mattress. 


3.3.11. guest room 


Completely clean, dustless and immaculate bed. 


3.3.12. library 


Mildew and mouldy books lie strewn about. All 
but one ladder is broken. A book in an unread- 
able language lies on the desk. 


3.3.13. elevator 


3.4. upper 
Highest floor in the house. 


3.4.1. stairs 


Stairs leading down to the ground level. 


3.4.2. attic 


Storage space full of bat droppings. A child-sized 
bed is tucked into the corner. 


3.4.3. hallway 


Corridor with stained glass. 


3.4.4. powder room 


Mirror cracks upon someone looking at it. 


3.4.5. hallway 


Stacks of books have toppled over. A mummified 
dead cat lies beneath the pile. 


3.4.6. smoking room 


Sticky yellow film covers every inch of this room. 
Whenever any of the furniture is interacted with, 
dust pours into the air. 


3.4.7. hallway 


A doll sits in a small chair by the window. 


3.4.8. ballroom 


Large empty space where sound echos easily. 


3.4.9. hallway 
Creaks of instability heard beneath the carpeting. 


3.4.10. study 


Desk contains letters written in cursive handwrit- 
ing too sloppy to read. 


3.4.11. nursery 


A single cradle rocks once when the room is en- 
tered. A brass, wind up mobile above the cradle 
begins to spin slowly and play out of tune. 


3.4.12. tower 


A noose hangs from the rafters of this brick room. 


3.4.13. elevator 


